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The Chamber of Attraction 

Have your players ever been in a position where the room itself work against them? Now 
they get to experience that fear while fighting for their lives. This is the Chamber of Attraction, a 
seemingly normal room that turns into a giant electromagnet. 

This room is probably best used to set the tone for a larger dungeon but can also be used as 
a simple random encounter as well. It is designed as a CR 10-12 encounter. 

Background 

The god of the forge was the one who granted the materials of the craft unto the mortals. 
This shrine was made in honour of him, the walls lined with an uncommon metal that gives the room 
a vague hum, hard to hear but all permeating. There are a number of these dedications across the 
land, predominantly where dwarves venture, but many have been long forgotten. 

Encounter 

As the players enter the room, read or paraphrase the following: 

"The room before you gives off a strange hum, though you can't determine a source. In front 
of you is a very large statue of the god of the forge, though it is in a state of disrepair. Around the 
room are two other exits, flanked by twelve alcoves, most of which house an ornately painted urn, 
though each of these looks as though it has been shattered and reassembled. Beneath each of the 
urns sits several strange objects, including what looks like a brass harness, all laid out ceremoniously. 
The benches and altars that are set around the room lie in tatters, riddled with scorch marks. Resting 
against the walls of this temple are numerous small items, trinkets, weapons and other objects that 
lay rusted, scattered randomly. 

Directly across from you on the far wall stand two large stone tablets atop an area clearly 
meant for worship. You can't make out the detail from where you stand, though the carving is small 
and intricate, and appears to be decorated with words instead of images." _ 

The tablets on the other side of the room tell of the god of the forge and his greatest 
creations, including great machines that were brought to life by the raw electricity sparking from his 
hammer on the anvil. Feel free to add any number of other interesting creations that might fit the 
situation. They also tell of the love that the god possesses for all of his creations. If the players steal, 
damage or destroy anything in this room, the encounter is triggered. 

If that happens, read or paraphrase the following: 

"Sparks fly out of some of the urns, shattering them in the process and coalescing around 
the items laid in front of them. The humming in the room grows louder and your hairs stand on end. 
Any metal on your body begins to tingle and becomes harder to move as you step through the 
chamber. 

Four tall beings of lightning stand in front of you, clad in brass armour. Jolts of electricity run 
across the metal of their bodies, absorbing back into the whole as it reaches the end." _ 

In each quarter of the room appears a Fluxcharger (GGR, pg. 208). As each appears, the urn 
it comes from shatters and is destroyed. As each creature is destroyed, if there is an urn left in that 
section of the room, another Fluxcharger appears in its place. If the players manage to destroy an 
urn before a Fluxcharger appears from it, they can prevent that creature from appearing, thus 
reducing the number of enemies they have to face. In addition, the exits to this room are covered by 
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a layer of tangible static energy, dealing 28 (8d6) lightning damage to any creature that tries to pass 
through and that creature must make a DC 18 Constitution saving throw or be thrown 10 ft. back. 

Whenever any lightning spell, effect or ability is used within this room, the following effects 
happen immediately. If another lightning spell, effect or ability is used, the rooms effects end 
immediately. This is designed to simulate the switching of an electromagnet. The Fluxchargers are 
immune to these effects. If a creature meets the criteria for more than one effect, it is affected by all 
of them. 

• Weapons: Any creature wielding a metal weapon has disadvantage on all attacks with that 
weapon. 

• Armour: Any creature wearing primarily metal armour has its movement speed reduced by 
half. 

• Items/Abilities: Any item or ability that is primarily electrical in nature is supercharged. If it 
would deal damage, double that damage instead. 

Once ten lightning spells, effects or abilities have been used activating or deactivating the 
rooms abilities, there is a magnetic pulse, affecting everything metal in the room, excluding the 
Fluxchargers. 

• Weapons: Any creature wielding a metal weapon must make a DC 18 Strength saving throw 
or be disarmed as the weapon flies toward the wall. 

• Armour: Any creature wearing metal-based armour must make a DC 18 Strength saving 
throw or be pulled 20 ft. toward the closest wall. 

• Items: Any creature wielding an item based on electricity must make a DC 18 Dexterity 
saving throw or suffer double the items maximum damage as lightning damage. If the item 
does not deal damage, they take 2dl2 lightning damage instead. 

• Spells: Any caster that is maintaining a lightning-based spell must immediately make a DC 18 
Constitution saving throw to maintain concentration as the energy in the spell flares. Any 
creature affected by a lightning concentration spell is immediately affected by it again, 
including saving throws and damage. 

Once all of the Fluxchargers have been defeated or prevented, the hum settles back down to 
what it was when the players first entered the room. Any urns destroyed are unsalvageable. Even 
with no Fluxchargers, if a creature uses a lightning-based spell, effect or ability, the rooms effects 
continue as described above and the humming begins to grow once again. After several weeks, the 
static builds up and restores the urns, regenerating the Fluxchargers in the process. 
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